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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 


INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Aitered vision invoiuntary movemenis Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 
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AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

- If your hands, wrists or arms become tired or sore while playing, stop and 


rest them for several hours before playing again. 


* If you continue to have sore hands, wrists or arms during or after play, stop 


playing and see a doctor. 


_ LAAWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

To avoid battery leakage: 


. 


Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 

Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 


EVERYONE 


CONTENT RATED BY 


ESRB 
Animated Blood 


THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT 
SOFTWARE RATING BOARD. FOR INFORMATION ABOUT 
THE ESRB RATING, OR TO COMMENT ABOUT THE 
APPROPRIATENESS OF THE RATING, PLEASE CONTACT 
THE ESRB AT 1-800-771-3772, OR VISIT 
WWW.ESRB.ORG. 


LICENSED BY 


NINTENDO, GAME BOY, GAME BOY ADVANCE 
AND THE OFFICIAL SEAL ARE TRADEMARKS 


OF NINTENDO. 
© 2001 NINTENDO. ALL RIGHTS RESERVED. 


Official 


Seal of Quality 


THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE ONLY WITH OTHER 
AUTHORIZED PRODUCTS BEARING THE OFFICIAL NINTENDO 
SEAL OF QUALITY. 


THIS GAME PAK WILL WORK ONLY WITH THE 
GAME BOY® ADVANCE VIDEO GAME SYSTEM. 
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STARTING THE GAME 


Make sure the POWER switch is 
OFF. 


Insert the Tony Hawk’s Pro 
Skater 2 Game Pak into the 
Game Boy” Advance slot as 
described in your Nintendo 
Game Boy® Advance instruction 
manual. 


Turn the POWER switch ON. 


Note: The Tony Hawk’s Pro Skater 2 Game Pak is for Game Boy® 
Advance only. 


GAME BOY’ ADVANCE CONTROLS 


All of the instructions refer to the default control scheme shown here. 
To change default settings, see page 11. 


Flip Trick/Toggle Nollie ae Grab Trick/Switch 


Lean Forward/ 
Exit Pool/ 
Manual Balance 


Turn/ 
Grind Balance 


Brake/ 
Lean Back/ 
Manual Balance 


Pause Game 


BASIC CONTROLS 
¢ You always move forward without having to press any button. Hold 
down the B Button to crouch and pick up speed. 


Ollie: Hold down the B button to crouch; release it to jump. The 
longer you crouch, the higher you will ollie. 


Nollie: Tap the L Button to move into nollie position, then press and 
release the B Button to nollie. 


Wallride: Press the B Button to jump, then hold down the A Button 
when in the air near a wall, sign, building, etc. 


Manuals: Tap A+ or Vit (nose manual) when skating or landing. 
Then use #8 and V to keep your balance. 


Boneless: Tap #§+4’ then press and release the B Button. 


No Comply: Tap #§ then press and release the B Button. 


Switch Stance: Tap the R Button to change between Normal and 
Switch stances. 


When falling from a Big Drop, press and hold the B Button at impact 
to keep from bailing. 


Hit the controller buttons repeatedly to get up faster. 


TRICK CONTROLS 


When in the air, tap the L Button plus a direction on the Control Pad 
to do a Flip trick. 


When in the air, tap the R Button plus a direction on the Control Pad 
to do a Grab trick. 


To grind, press the A Button when in the air near a rail, edge, or lip. 
Press the A Button plus a direction on the Control Pad to perform 
different Grinds. 


To perform a lip trick, skate straight up a ramp or quarterpipe holding 


the A Button plus a direction on the Control Pad. 


mAM MENU 


Use the Control Pad to make a 
selection. Then press the A Button or 
START to confirm your choice. 


Choose Career Mode to start a 
Career where you’ll skate through the 
levels accumulating cash and medals. 
You can use the cash to upgrade 
your stats, buy a new board, and 
access locked levels. 
Important Note: Whenever you save your Career, you save data for all 
the skaters in the game. You do not need to start a New Career in 
order to use a different skater. Only start a New Career if you want to 
reset all the data in the game. 


Choose Free Skate to skate through the levels you’ve unlocked in Career 
Mode with no time limit. Free Skate is a good way to get a feel for the 
environments, practice your tricks, perfect your runs, and learn each 
skater’s specials. 


Choose Single Session and skate all out in a two-minute session in an 
effort to set high scores. Build your earnings in Career Mode to unlock 


other levels. 


Choose Options to go to the Options menu where you can adjust the 
volume, View High Scores, adjust game settings, and see the credits. 


SELECT SKATER MENU 


Choose the skater you want on the 
Select Skater menu using the Control 
Pad. Press the A Button to confirm 
your choice. Try every level with each 
skater because they all have unique 
skating abilities and specials. The 
vert skaters will get bigger air on the 
ramps. The street skaters have better 
balance on manuals and ginds. But 
they’re all pros and every one can 
kick butt on a board. 
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LEVEL SELECT MENU 


After you’ve selected your skater 
you'll go to the Level Select menu. 
Use the Control Pad to choose the 
level you want to skate. Some levels 
will be locked. You have to 


accumulate enough money in Career ~d — 
Mode to unlock them. <> sevect AQeack accel 


OPTIONS MENU 


Select Options from the Main Menu aC oe 
to go to the Options menu. My "alc Ezoowy on 
Sound Levels: Use the sliders to i leniscone S|) 

change the volume for the music and SAENGER ae: 


sound effects. CREDITS 
we BACK 
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Cheats: Here you can view and enable cheats that you have earned through 
Career Mode. 


Trick Zoom: Turn the trick zoom function On or Off. 


Kid Mode: If you're having trouble landing tricks, try turning Kid Mode ON. 
This will give you better balance and stability. Once you've got the hang of it 
though, turn it OFF and skate for real. 


Control Setup: Use the Controls menu to modify the controller settings. The 
A Button, the B Button, and both shoulder button assignments can be 
changed. Change the configuration to what feels most comfortable for you. 


Gaps Checkiist: All the gaps in every level are listed here. Once you've 
found a gap in the game, you'll see it highlighted on this list. Find all the 
gaps in the game and who knows what else you might find. 


Credits: Choose Credits to see the people who worked hard so you can 
grind and ollie to your heart’s desire. 


High Scores: See who’s earned the highest scores in each level. 


Save Career: Save Career data for all skaters and high scores for all levels in 


the game. 


Time Remaining 


The Special Bar 


As you perform tricks, your Special Bar will fill up. When the Special Bar 
is filled and flashing, special moves can be pulled off. The full meter will 
decrease automatically if you don’t use it, so take advantage of it. If you 
bail while the meter is full, you empty the whole thing. Still, you can’t 
make an omelette without breaking a few eggs! 


PLAYING THE GAME 


Free Skate 


Choose Free Skate if you just want to 
skate hard and skate long. 


Free Skate is a good place to begin 
before you get going in Career Mode 
to learn the ins and outs of the levels 
and the best places to pull off tricks. Look for gaps and lines to increase 
your score. 


Free Skate has no time limit, so take as long as you want to perfect your 
tricks, practice your runs, and learn your specials. 


Career Mode 


Choose Career Mode to start your 
professional skating career. You'll 
choose a skater and then you’re NEWECAREER 
ready to go skate. Complete goals for 
cash. Select Skate Shop to use some 
of the money you’ve earned in your ee 
career to upgrade your board. | 
Choose Edit Stats to use your cash to 

buy even better abilities for your skaters. Choose Edit Tricks to add to 
your arsenal of Special Tricks. 


LOAD™CAREER 
TUTORIAL 


You can continue every skater’s progress on the same career. To start a 
brand new career, select New Career and pick the skater you want to live 
with until your first victory. 

Be Careful! A New Career will wipe out any existing careers when you 
save your New Career. 


Competition levels in Career Mode require you to perform tricks to rack 
up points within a time limit in order to obtain medals and cash. You 
must qualify for any one of the medals in order to move on to the next 
area. Getting a medal carries a cash prize along with it. You must win 
gold medals in both competition levels to finish the game. 


SCORING 


Doing a trick the first time will give you 100% of its full point value. Each 
subsequent time you pull off that same trick in a level, your score 
decreases as the table indicates. In Free Play mode, your score for a 
trick will decrease subsequent times it’s pulled off only if the trick’s 
performed during the same trick string. 


1st 
2nd 
3rd 
4th on 
5th on 


100% 
75% 
50% 
25% 
10% 


Adding spins to your moves introduces a multiplier. With each 180° spin, 
your score multiplier goes up. The bigger the multiplier, the bigger the 
score! 


Grabs have a base score associated with them, however they can be 
held for a longer time for additional points. Manuals, grinds, and lip 
tricks can also be held for extra points. 


Landing a perfect trick gives you 150% of the trick score, sloppy gives 
you 75%. 


PERFECT YOUR SKATING 


Riding 
You will automatically move in the 
direction you’re facing. For an extra 


speed boost, hold down the B Button 
to crouch and gain speed. 


Turning 


To rotate the direction you face while 
on the ground, hold the Control Pad 
€ or the Control Pad . You can 
adjust the speed you rotate by 
modifying your truck settings. (See 
Skate Shop on page 21.) 
Remember: When you press the 
Control Pad © or the Control Pad 
>, your skater will turn to his or 
her left or right, not yours! 


Braking 


Hold the Control Pad W to slow down. You 
will slow down and eventually come to a 
complete stop. 


Ollieing 


The most basic skateboarding trick, the 
ollie consists of kicking the skateboard’s 
tail against the ground while pushing 
forward with the front foot (this is how skaters perform jumps). To ollie, 
press the B Button. The longer the button 
is held, the higher you will jump. 


Ollieing by itself doesn’t get you any trick 
points. There are several variations of 
ollieing that will boost the height of your 
jump and/or earn points, these are the No 
Comply (tap #* then press the B Button) 
and the Boneless (tap #4+4 then press the 
B Button). 


Nollie/Fakie Ollie 


A nollie is an ollie performed on the 
front of the skateboard rather than 
the back. To perform a Nollie press 
the L Button before ollieing. If you’re 
riding switch, you will perform a fakie 
ollie instead of a nollie. 


Spinning 


To rotate your facing direction while 
in the air, use the & and on the 
Control Pad. The rate at which you 
rotate in the air is based on your 
skater’s Spin stat. (See Edit Stats on 
page 22.) To perform a full 180° turn, 
tap the Control Pad twice in the 
direction of the turn. 
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CUSTOMIZING YOUR SKATER 


Skate Shop 


Go to the Skate Shop to use your cash 
to upgrade your deck. Use the Control 
Pad to scroll through the skateboard 
choices. Press the A Button to confirm 
your choice. Skateboards you can’t 
afford will have a question mark (?) on 
them. Boards you can afford but have 
not yet purchased will have a dollar 
sign ($) on them. 


Select Buy Skateboard to accept that board and go to the Character 
Select menu. 


Select Adjust Trucks to change your turning ability. Looser trucks will 
allow you to make sharper turns, but tighter trucks give you more 
control. 


Edit Stats ~ | caren ieenamin 
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Go to the Edit Stats menu to use the = OL Lue yet 4 

money you’ve accumulated in Career } na SPEED shee \ 

Mode to modify your skater’s stats. Pe Rowe sma j 

Use the Control Pad to scroll through C2 Baha 7? 
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Edit Tricks 


Go to the Edit Tricks menu to spend 

money on specials for your skater. 

Your available cash will be shown. Use 

the Control Pad to scroll through the INDY FRONTFLIP 

options. Highlight the Special you want [igiistedsm@dd 

and press the A Button to select it. ae ie ar — 
Note: You can only add a maximum sine 


of six Specials to each skater. ad lee rlenenanen err. | 


THE SKATERS 


Tony Hawk 


If you meet Hawk, look at his shins. 
You’ll see how much flesh he’s left 
behind becoming the most influential 
skateboarder in history. He lost some 
perfecting the first 900°. More went 
while creating 50+ signature moves 


and winning 12 world championships. 


The father of two boys and modern 
skateboarding, Tony makes his home 
in his native SoCal. 


MF) TONY HAWK 
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Bob Burnquist @OB8 BURNQUIST Cats 
Out of Brazil and onto the winner’s 
podium, Bob Burnquist is one of today’s 
most exciting and original skaters. 
Blowing minds with his unique style and 
switch-stance tendencies, Burnquist won 
the first pro contest he entered. He then 
went on to be the first skater to pull off an 
Eggplant Revert, a move now simply 
known as the "Burntwist." 
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Steve Caballero 


ne BO CABALLERO 
How long has Steve Caballero been part Cr) SRR a ——— 


of the skateboarding scene? Over three Ta 
decades. Along the way he helped found a 
the Bones Brigade, invented the 
Cabbalerial and owned his share of world 
records—including the highest halfpipe air 
and a 44-stair rail. Cab’s still riding hard, 
inspiring skateboarding’s next generation. 


Sefect, Skat 


Kareem Campbell 


East Coast, West Coast, or any coast, 
Kareem Campbell and his smooth 
metropolitan style are recognized on the real 
streets. Born in New York and raised in Los 
Angeles, Kareem defies any East vs. West 
barriers. When he’s not skating you can find 
him chilling with his son, li’| Reem. Kareem’s 
advice for skaters: "Do it for yourself and 
keep it honest." 


Rune Glifberg 


When Rune was 11 years old a friend 
brought a skateboard to his home in 
Copenhagen, Denmark. Later, a skateboard 
brought Rune to his new home in 
Huntington Beach, California (He didn’t ride 
it. He became a pro on it.) Here you'll find 
the all-terrain terrorist sessioning pools and 
streets. But he saves his best for his true 
love: wide-open vert skateboarding. 


KAREEAN CAMPBELL 
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Eric Koston 


Who do you want to be today? Think 
Koston, because he rides like anybody and 
nobody else. He’ll bust any pro’s signature 
trick with uncanny similarity then transition 
into the eponymous K-Grind. Besides this 
move bearing his name, Eric’s famous for 
clowning around while making challenging 
switch and nollie rides look like a joke. 


Bucky Lasek 


Hardened on the East-Coast and currently 
refining his skills in Carlsbad, California, 
Charles Michael Lasek, better known as 
Bucky, soars to sickening heights above 
half-pipes—and other skaters. He’s equal 
parts power, originality and style. When 
Bucky’s not dropping jaws at the local 
Mission Valley Skate Park, you'll find him 
loving life with his wife and daughter. 
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Rodney Mullen ROONEY MULLEN 


Get up, shower, brush and head out and a Metin 4 
invent new tricks. Just another day for = SPEED Sit 
Rodney Mullen, the godfather of street etn ae bukssio ” 
skating. A pro for over 20 years, Mullen i switcn (ne 


owns 35 freestyle world championships and [23 iaiaameapbaenaa 


a dizzying list of signature tricks. Like the MANUAL SNVOHD 
kickflip, underflip, impossible, casper and SvgatecrMQndzarnO tat FP. 
darkslide to name a few. 


Chad Muska 


Out of his native Las Vegas and into STUCHAD MUSKA 
skateboarding’s top magazines and videos— | suai uae 
welcome Muska. After lighting it up on the Faille dae 
Strip, Chad moved to California at 15 and bp SPEEDO #iyHht 
quickly became one of the most respected Pm howe tidd 
skaters of all time. This self-styled Te eae iid 
professional always takes his brand of ba LIP BAL 


skate-and-relate creativity to another level. MANUAL # 


This includes experimenting with jungle and [xEgaegaguier reer Aer Cae 
hip-hop beats on his "Muskabeat" album. 


Andrew Reynolds 


Andrew’s only been a pro since 1996, but 
what he may lack in years, he makes up for 
in air and guts. If you’re in Los Angeles, 
California and you see somebody going huge 
over massive gaps, sessioning sick sets of 
stairs and doing it all with effortless style, 
odds are you’re in the presence of Turtle Boy 
himself. Say "hi" as he flies by. 


Geoff Rowley 


Called the one-man English invasion, Geoff 
Rowley went from the streets of Liverpool, 
England to the top of the skating world. In 
fact, Geoff’s often called the skater’s skater. 


He currently resides in Huntington Beach, 
California, where his diet consists of miles of 
handrails, huge staircases and lots of 
vegetables. Picture a 360°-flip down 13 
stairs—yep, that’s Rowley. 
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Elissa Steamer 


Making the cut skating against the 
boys. Dominating every all-girl event 
she enters. Getting her name on a pro 
model street board. You guessed it— 
it’s Ft. Myers, Florida native Elissa 
Steamer. Elissa specializes in 
sessioning streets and stereotypes. 
Now living in Los Angeles, California, 
Elissa skates like you wish you could. 


Jamie Thomas 


Originally from Alabama, Jamie has 
conquered some of the biggest gaps 
and longest rails ever seen. His video 
parts in "Welcome to Hell" and 
"Misled Youth" prove it. Jamie is the 
only person to walk away from the 
Leap of Faith with both legs intact. 
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GAME LEVELS 


Each of the Career Mode levels have several items scattered around for 
you to collect. Each level will have a hidden tape. Touch the tape to 
collect it. If you search around, you'll also find floating items with the 
letters S-K-A-T-E. You don’t have to collect the letters to spell SKATE in 
order, but grab them whenever you see them. 


Sometimes you'll be able to find bonus money orbs. Grab them to add to 
your score. 


Some levels will have special goals that you need to complete in order to 
advance to the next level. You may have to collect items or rack up a 
certain number of points. There are also items you don’t collect, but do 
tricks on. A trick is required to "tag" the item as complete. 


The Hangar, Meacham Field, TX 


HANGAR AE ACHAMSELE, ofl 
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HAWK 


A hangar is built to store and service 
airplanes, but its size, shape, and accessories 
make it a perfect place to start your skating 
adventure. You'll have plenty of room to get 
awesome air and echoing grinds. If you can 
see it, you can skate it. You may just have to 
figure out a unique way to get you and your 
board up real high. Who says you need a 
plane to fly? Practice your Lip moves in the windtunnel. 
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The School Il, Southern Cali 


Southern California is known worldwide for 
the movie business, celebrities, and wild 
parties. But the population at large has no 
idea what’s going on when the schools are 
closed and the skaters take over. 
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You can create some massive sessions on 
the steps and rails. When nobody’s around, a 
school makes for one burnin’ skatepark. 
Jump to the roof for more areas to trick it up. 
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Contest 1: Marseille, ahaveutes ~er7 ll 
France 
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Marseille is one of the most beautiful 
cities in a country known worldwide 
for its marvelous architecture and 
stunning art. The skatepark in a, Somes 
Marseille is known for its huge bowls — oe 

and endless rails. Once again, if you Ss : ‘g 
can see it, you can skate it. We dare 
you to prove us wrong. 
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Warehouse, Troy NY 


The warehouse is just as great fun as 
ever with rails galore and the giant 
halfpipe. Grind the high rails for big 
drops. There may or may not be 
some new secrets to discover. Go 


find out! : cee Oncceee 
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New York City, NY 


The big city is always a terrific place to 


grind, if you can keep away from the cops. 


Streets, curbs, and benches are obvious 
places to skate, but don’t overlook what 
else is there. The thing about a city is that 
it’s built both high and low. There’s a lot 
more surface area to grind that you’d 
think would fit into a square block. Good 
grinds are sometimes hidden up high. 


Contest 2: Skatestreet, 
Ventura 
A terrifically huge skatepark designed by 


people who love boardsports and dream 
about pools and pipes. Get huge air if you 


can plan ahead to build up enough speed. 


Don’t forget to switch to mix up your 
tricks. 
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CUSTOMER SUPPORT 


You must be at least the age of 13 years old in order for us to assist you when contacting 
Customer Support. 
Note: Please do not contact Customer Support for hints/codes/cheats; only technical 
issues. 
Internet: http://www.activision.com/support 
Our support section of the web has the most up-to-date information available. 
We update the support pages daily so please check here first for solutions. 
E-Mail: support@activision.com 
A response may take anywhere from 24-72 hours depending on the volume of 
messages we receive and the nature of your problem. 
Note: Internet/e-mail support is handled in English only. 
Phone: (310) 255-2050 
You can call our 24-hour voice-mail system for answers to our most frequently 
asked questions at the above number. Contact a Customer Support 
representative at the same number between the hours of 9:00 am and 5:00 pm 
(Pacific Time), Monday through Friday, except holidays. 
Please do not send any game returns directly to Activision. It is our policy that 
game returns must be dealt with by the retailer or online site where you 
purchased the product. 


SOFTWARE LICENSE AGREEMENT 
IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH 
BELOW. "PROGRAM" INCLUDES THE SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY 
PRINTED MATERIALS, AND ANY ON-LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND 
DERIVATIVE WORKS OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE 
PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, INC. ("ACTIVISION’). 
LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy 
of this Program solely and exclusively for your personal use. All rights not specifically granted under this Agreement are 
reserved by Activision. This Program is licensed, not sold. Your license confers no title or ownership in this Program and 
should not be construed as a sale of any rights in this Program. 
OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof 
(including but not limited to any titles, computer code, themes, objects, characters, character names, stories, dialog, catch 
phrases, locations, concepts, artwork, animation, sounds, musical compositions, audio-visual effects, methods of operation, 
moral rights, and any related documentation, incorporated into this Program) are owned by Activision or its licensors. This 
Program is protected by the copyright laws of the United States, international copyright treaties and conventions and other 
laws. This Program contains certain licensed materials and Activision's licensors may protect their rights in the event of any 
violation of this Agreement. 


You SHALL NOT: 
Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming 


center or any other location-based site. Activision may offer a separate Site License Agreement to permit you to make 
this Program available for commercial use; see the contact information below. 
* Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 
¢ Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 
PROGRAM UTILITIES. This Program contains certain design, programming and processing utilities, tools, assets and other 
resources ("Program Utilities’) for use with this Program that allow you to create customized new game levels and other 
related game materials for personal use in connection with the Program ("New Game Materials’). The use of the Program 
Utilities is subject to the following additional license restrictions: 


° sf agree as a condition to your using the Program Utilities, you will not use or allow third parties to use the 
Program Utilities and the New Game Materials created by you for any commercial purposes, including but not limited to 
selling, renting, leasing, licensing, distributing, or otherwise transferring the ownership of such New Game Materials, 
whether ona stand alone basis or packaged in combination with the New Game Materials created by others, through any 
and all distribution channels, including, without limitation, retail sales and on-line electronic distribution. You agree not to 
solicit, initiate or encourage any proposal or offer from any person or entity to create any New Game Materials for 
commercial distribution. You agree to promptly in’ fivision in writing of any instances of your receipt of any such 
proposal or offer. : 

¢ Ifyou decide to make available the use of the New eated by you to other gamers, you agree to do so 
solely without charge. % : ’ 

¢ New Game Materials shall not contain modifications to a 
files. 


ely in combination with the 

lone product. 
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retail version of the Program. New Game Materials may not be designed to be use 
¢ New Game Materials must not contain any illegal, obscene or defamatory materials, mé 
privacy and publicity of third parties or (without appropriate irrevocable licenses granted p 
any trademarks, copyright-protected works or other properties of third parties. : 
¢ All New Game Materials must contain prominent identification at least in any on-line description at nd with reasonable 
duration on the opening screen: (a) the name and E-mail address of the New Game Materials’ crea i) and (b) the 
__words "THIS MATERIAL IS NOT MADE OR SUPPORTED BY ACTIVISION." 
LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that ther recording medium on 
“— m is recorded will be free from defects in material and workmanship for 90 days from the date of purchase. 
; oe is found defective within 90 days of original purchase, Activision agrees to replace, free of charge, 
any product discovered to be defective within such period upon its receipt of the Product, postage paid, with proof of the 
date of purchase, as long as the Program is still being manufactured by Activision. In the event that the Program is no 
longer available, Activision retains the right to substitute a similar program of equal or greater value. This warranty is limited 
to the recording medium containing the Program as originally provided by Activision and is not applicable to normal wear 
and tear. This warranty shall not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or 
neglect. Any implied warranties prescribed by statute are expressly limited to the 90-day period described above. 


Sa 


EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR 
WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR 
PURPOSE OR NON-INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING 
ON OR OBLIGATE ACTIVISION. 

When returning the Program for warranty replacement please send the original product cartridge only in protective 
packaging and include: 

(1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note 
describing the defect, the problem(s) you are encountering and the system on which you are running the Program; (4) if 
you are returning the Program after the 90-day warranty period, but within one year after the date of purchase, please 
include check or money order for $15 U.S. currency per cartridge replacement. Note: Certified mail recommended. 

In the U.S. send to: Warranty Replacements, Activision, Inc., P.O. Box 67713, Los Angeles, California 90067 
LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO 
PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, 
DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH 
DAMAGES. ACTIVISION’S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS 
PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS 
AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS 
AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC 
LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 
TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to 
comply with its terms and conditions. In such event, you must destroy all copies of this Program and all of its component 
parts. 

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private 
expense and are provided as "Commercial Computerp Software" or “restricted computer software.” Use, duplication or 
disclosure by the U.S. Government or a U.S. Government subcontractor is subject to the restrictions set forth in 


subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or 
as set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses at FAR 
52.227-19, as applicable. The Contractor/Manufacturer is Activision, Inc., 3100 Ocean Park Boulevard, Santa 
Monica, California 90405. 

INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically 
enforced, you agree that Activision shall be entitled, without bond, other security or proof of damages, to 
appropriate equitable remedies with respect to breaches of this Agreement, in addition to such other remedies as 
Activision may otherwise have under applicable laws. 

INDEMNITY. You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, 
directors, employees and agents harmless from all damages, losses and expenses arising directly or indirectly from 
your acts and omissions to act in using the Product pursuant to the terms of this Agreement 

MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties 
and supersedes all prior agreements and representations between them. It may be amended only by a writing 
executed by both parties. If any provision of this Agreement is held to be unenforceable for any reason, such 
provision shall be reformed only to the extent necessary to make it enforceable and the remaining provisions of this 
Agreement shall not be affected. This Agreement shall be construed under California law as such law is applied to 
agreements between California residents entered into and to be performed within California, except as governed by 
federal law and you consent to the exclusive jurisdiction of the state and federal courts in Los Angeles, California. If 
you have any questions concerning this license, you may contact Activision at 3100 Ocean Park Boulevard, Santa 
Monica, California 90405, (310) 255-2000, Attn. Business and Legal Affairs, legal@activision.com. 
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Mat Hoffman’s Pro BMX™ ©2001 Activision Inc. and its affiliates. rights reserved. Published and 

distributed by Activision, Inc. and its affiliates. Developed by HotGen Studios. Activision and Pro 
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